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Abstract— A game clock consists of two adjacent clocks 

and buttons to stop one clock while starting the other, such 

that the two component clocks never run simultaneously. 

Game clocks are used in two-player games where the 

players move in turn. The purpose is to keep track of the 

total time each player takes for his or her own moves, and 

ensure that neither player overly delays the game. The 

Existing International Chess game consists of manual 

timers, in which a player has to operate the timer manually. 

That is there are two manual timers operated by an each 

player. This leads to time consuming and an effort making 

game. If a particular player has low reflexes he finds 

difficult to operate a manual timers.  Thus to overcome all 

these inabilities an Intelligent Chess Clock has been 

introduced. This Clock is an application oriented clock in 

which it not only tries to overcome the players deformity but 

also tries to make a system an automotive one. This is the 

major reason for introducing this system but rather than this 

we can indulge different other things. For an example to be 

explained we could mention ten different international 

modes. 
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I. INTRODUCTION 

In an International chess game when a player makes his 

move, he operates the timer or clock manually. When a first 

player is done with his move he presses the clock in such a 

way that his time period is off and thus indicating the other 

player to play his game. Thus this shows that both the player 

has operate their timer manually. Hence it can also be 

observed that the timer doesn’t run simultaneously. Or else 

there is no any automotive in the concept of timing. Thus to 

make a correct track of time and avoid timing delays, an 

Intelligent Chess Clock has been introduced.     Basically all 

this could be done on a single piece of a chess board by 

adding sensors to it. The sensors used are magnetic sensors. 

The chess board is kept in a continuous loop by 

passing some figure of data to it. Because of continuous 

scanning there is a detection of a piece which gets moved. 

All this happens due to the magnetic field effect because of 

the sensors used and the magnets used which get sensed by 

the magnetic sensors. 

From technical point of view, the whole system 

consist of a microcontroller 

Which is used to store data that could be used 

efficiently for scanning? In this system the microcontroller 

is the only one which is giving a provision of inbuilt timer. 

For sending an initial data a three state shift register has 

been used. A chess board has in all sixty four blocks and as 

discussed above all these blocks is kept under a scan in a 

continuous loop. Thus this data is provided by the shift 

register. 

To drive the data or in other words to transmit the 

data to the chess board a current driver is been used. A LCD 

display is also been used to indicate the time visually. This 

time is indicated by the LCD interface display. The LCD 

display can not only display the time but it can also display 

the piece which is been moved. It can show graphically on 

the LCD different text and images of a particular piece. 

 
Fig.1: 

II. WORKING 

The Chess board comprises of total sixty four blocks. Each 

block is placed with a separate magnetic sensor. The 

magnetic sensors used are the reed switches .The chess 

board is kept in a continuous while loop. Thus to keep the 

board in the loop an initial data has to be send to the board. 

This data is called as the transmitted data. This initial data is 

saved under a variable. As it is known that there are Sixty 

four blocks for a chess board, the transmitted data required 

will be of sixty four bits. Hence this data is send with the 

help of a three state shift register. Each shift registers used 

are of eight bits. So we go for eight shift registers because 

we need to send sixty four bit of data to the board. 

The data from the shift register is extracted with the 

help of the current driver. This data is transmitted to the 

chess board. All the blocks has their respective reed 

switches beneath. All the pieces are given by an under 

magnet due to which whenever a move is made, that block 

gets senses. Thus this set of the sixty four bit data is 

received by the microcontroller and a comparison between 

the received data and the transmitted data takes place. If 

there is any difference between these two set of data, then 

it’s understood that a displacement have been made. So this 

gives an indication to the inbuilt timer and the timer starts. 

The time is displayed on the LCD unit which is 

been interfaced by the microcontroller. 

III. CONCLUSION 

a) The Intelligent Chess Clock provides an automotive 

way to access the chess board. The use of magnetic 

sensors to all the sixty four blocks helps in providing a 

faster way to play the game. It helps in avoiding delays 

that can occur while playing the game.  

b) The player who has lower reflexes holds benefits by 

introduction of the inbuilt timer in the microcontroller. 

The system is easy to handle and even easier to operate.    

IV. FUTURE SCOPE 

On international level there are in all ten different game 

modes for chess. All these modes could be implemented in 

the system. There can also be graphical implementations on 

the display to identify which piece has been moved. The 

system could also operate as a real time system by 

introducing RTC (real time operating) system. This could 

add more flawlessness to the system. 



Chess Clock Automization 

 (IJSRD/Vol. 4/Issue 03/2016/537) 

 

 All rights reserved by www.ijsrd.com 2070 

This will be a user-friendly system. It is flexible 

one and changes can be made easily. It is believed that this 

system will benefit the human race for many future years. 
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